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KEYBOARD EQUIVALENTS 

3B + iSj QUIT CAME 


H 


1 + 
i + 

R + 

| + 
+ 

+ 

+ 

+ 

+ 

+ 
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SAVE CAME 
OPEN A SAVED CAME 
RESTART A LEVEL 
BACK A LEVEL 
FORWARD A LEVEL 
SOUND EFFECTS ON/OFF - 
unit' 


MUSIC ON/OFF 


- * v - ‘ , ■ ' 


EXTRA MAN PLAYER 1 

' ' ' ' . " •• . • 

EXTRA MAN PLAYER 2 

PAUSE CAME 






■ §i 


KILL/ABORT PLAYER 1 


KILL/ABORT PLAYER 2 


| MAC USERS SUBSTITUTE THE 
1 • COMMAND KEY FOR THE CTRL KEY 


HELP FOR DOS 


1 END CAME (TO 
I MAIN MENU) 


SPEED UP CAME f fiil SLOWDOWN 

CAME 
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HEAD-TO-HEAD CONTROLS FOR PLAYER 2 



IN A HEAD-TO-HEAD MATCH, 
PLAYER 2 CAN CONTROL JAKE'S 
COLD-GRABBINC SIDEKICK, WES 
RECKLESS, BY USING THESE 
DEFAULT KEYS. 



SIERRA' 
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OU ARE A FEARLESS BOUNTY 
HUNTER KNOWN TO YOUR 
ENEMIES AS THE LODE 
RUNNER. THE GREEDY RULERS OF 
THE EVIL EMPIRE HAVE PLUN¬ 
DERED THE WORLD OF ITS GEMS 
AND GOLD, AND IT S YOUR GOAL 
TO INFILTRATE THEIR UNDER¬ 
GROUND TREASURIES AND WIN 
BACK EVERY COIN, TRINKET, AND 
GEMSTONE. YOU'LL BE RUNNING, 
CLIMBING, AND DIGGING YOUR 
WAY THROUGH A LABYRINTH OF 
SUBTERRANEAN DANGERS. YOU'LL 
BE BLASTING ESCAPE HOLES WITH 
YOUR POWERFUL LASER-BLASTER, 
AND FENDING OFF THE MAD 
MONKS OF THE EVIL EMPIRE. 
YOUR SPEED, STRENGTH, AND 
COCKY ATTITUDE WILL HELP . . . 
BUT ONLY YOUR QUICK WITS AND 
CUNNING WILL GET YOU 
THROUGH THIS MISSION ALIVE! 


SYSTEM REQUIREMENTS 


MS-DOS™ 

HARDWARE REQUIREMENT 

INTEL 386SX 20 MHZ OR BETTER CPU 
HARD DRIVE WITH 12MB FREE 
ONE 3.5 IN. HIGH DENSITY DRIVE 

MONITOR/CARD SUPPORT 

16 COLOR 640X400 (V6A) 

256 COLOR 640X400 (SVC,A) 

SOFTWARE REQUIREMENT 

MS-DOS 3.3 OR HIGHER 

MEMORY REQUIREMENT 

2MB OF MEMORY ' 

SOUND CARD SUPPORT 

SOUND BLASTER, SOUND BLASTER PRO, 
SOUND BLASTER 16, THUNDERBOARD, 
PRO AUDIO SPECTRUM, AND OTHER 
SOUND BOARDS THAT ARE SOUND 
BLASTER COMPATIBLE 

INTERFACE 

KEYBOARD, MOUSE, AND JOYSTICK 


MACINTOSH™ 

HARDWARE REQUIREMENT 

MACINTOSH COMPUTER 
HARD DRIVE WITH 12MB FREE 
ONE 3.5 IN. HIGH DENSITY DRIVE 

MONITOR/CARD SUPPORT 'Lc 

640X400 256 COLOR 
640X40 0 256 GREY 
640X400 16 GREY 

SOFTWARE REQUIREMENT 

SYSTEM 6.0.7 OR BETTER 

MEMORY REQUIREMENT 

4MB OF MEMORY 

SOUND CARD SUPPORT 

MACINTOSH COMPATIBLE SOUND 


WINDOWS™ 

HARDWARE REQUIREMENT 

INTEL 486SX 25 MHZ OR BETTER CPU 
HARD DRIVE WITH 12MB FREE 
ONE 3.5 IN. HIGH DENSITY DRIVE 

MONITOR/CARD SUPPORT 

WINDOWS COMPATIBLE GRAPHICS 
CARD (16 COLOR VGA OR BETTER) 

SOFTWARE REQUIREMENT 

MS-DOS 3.3 OR HIGHER 
WINDOWS 3.1 

MEMORY REQUIREMENT 

4MB OF MEMORY 

SOUND CARD SUPPORT 

ANY 100% SUPPORTED WINDOWS 
SOUNDCARD. 

INTERFACE 

KEYBOARD, MOUSE, AND JOYSTICK 


INTERFACE 

KEYBOARD, GRAVIS MOUSE STICK II. 
AND GRAVIS GAME PAD 
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SO MANY WAYS TO PLAY ... 

WHETHER YOU WANT TO DO BATTLE 
WITH MAD MONKS IN THE NETHER¬ 
WORLD, BUILD YOUR OWN LEVELS, OR 
GO HEAD-TO-HEAD AGAINST ONE OF 
YOUR PALS IN A GOLD-GRABBING LODE- 
A-THON, LODE RUNNER HAS A STYLE 
OF GAME PLAY FOR EVERYONE. YOU 
GAN CHOOSE LODE RUNNER LEVELS 
AND SET OFF ON AN ADVENTURE 
THROUGH TEN UNDERGROUND 
WORLDS FILLED WITH 150 MIND- 
WRENCHING LEVELS. OR WHEN YOU 
WANTTO FIND OUT WHO'S TOP BOUN¬ 
TY HUNTER IN THE EVIL EMPIRE, JUST 
CHALLENGE ONE OF YOUR FRIENDS TO 
A GAME OF HEAD-TO-HEAD. THEN, 
WHEN YOU FEEL THE NEED TO BE CRE¬ 
ATIVE, YOU CAN SWITCH OVER TO THE 
GAME GENERATOR, WHERE YOU'LL 
HAVE ALL THE TOOLS AND PARTS YOU 
NEED TO BUILD YOUR OWN LODE 
RUNNER LEVELS! 


BALLOON HELP FOR 
MAC & WINDOWS 


IF YOU EVER NEED INFO ABOUT 
ANYTHING IN ONE OF THE GAME 

___ MENUS, YOU CAN CONSULT 

^ BALLOON HELP BY PLACING THE 

W CURSOR OVER ANYTHING YOU WANT IDENTIFIED. ANYTIME 
' THE CURSOR SITS STILL FOR A COUPLE SECONDS, A HELP BAL¬ 
LOON WILL POP UP DESCRIBING THE OBJECT BENEATH IT. IF YOU 
WANTTO SHUT OFF BALLOON HELP, DRAG YOUR CURSOR TO 
THETOPOFTHE SCREEN ANDTHE HELP ICON Wl LL APPEAR. PULL 
DOWN THE BAR AND CHOOSE "DISABLE BALLOON HELP." 



FI BUTTON FOR DOS PLAYERS 

DOS PLAYERS CAN PRESS THE FI KEYTO BRING UP A HELP 
MENU THAT LISTS ALL THE KEY BOARD EQUIVALENTS 
THAT YOU NEED TO KNOW TO PLAY LODE RUNNER. 


MAIN MENU 





LODE RUNNER PLAY - CLICK ON THE RUNNING 
FIGURE TO PLAY LODE RUNNER LEVELS IN THEIR 
GIVEN ORDER, OR HIT THE CORNER OF THE ICON 
TO SELECT A SPECIFIC LEVEL. 

HEAD-TO-HEAD PLAY - IN HEAD-TO-HEAD PLAY 
YOU AND A PAL BATTLE IT OUT FOR GOLD, GUTS, 
AND GLORY! CLICK ON THE TWO FIGURES TO PLAY 
HEAD-TO-HEAD LEVELS IN THEIR GIVEN ORDER, 
OR SELECT THE CORNER OFTHE ICON TO CHOOSE 
A SPECIFIC LEVEL FOR YOUR HEAD-TO-HEAD 
MATCH. 


PLAY HOMEMADE LEVELS - CHOOSE TH E FIGURE 
WITH THE HAMMER TO PLAY A GROUP OF YOUR 
■Y HOMEMADE LEVELS, OR HITTHE CORNER OF THE 
ICON TO SELECTA SPECIFIC LEVEL. 


LOAD A CROUP OF LEVELS - CLICK HERETO LOAD 
LEVEL SETS FROM DISK. 



j c Mlyj 


CAME GENERATOR -CHOOSE THE HAMMER TO 
CREATE YOUR OWN LODE RUNNER LEVELS. 





SELECT THIS ICON 
TO BRING UPTHE 
GAME OPTIONS. 


1 / IS I A, 


CLICK HERETO 
QUIT GAME. 




































THOSE MENACING 
MAD MONKS 

THESE NETHERWORLD GHOULS PRESENT 
THE GREATEST DANGER TO JAKE'S TREA¬ 
SURER U NTI NG EX P LO ITS. IF THEY 
MANAGE TO GATGH HIM, THEY BEAT 
THE BEJEEPERS OUT OF HIM AND HE 
LOSES A LIFE. JAKE GETS THREE LIVES AT 
THE BEGINNING OF EACH GROUP OF 
LEVELS. EACH TIME HE GETS SNUFFED, 
THE LEVEL RESETS UNTIL HE RUNS OUT 
OF LIVES. UNUSED LIVES ARE ACCUMU¬ 
LATED, SO THAT JAKE GAN USE THEM 
LATER WHEN THE LEVELS GETTOUGHER. 

MAD MONKS HAVE VARYING LEVELS OF 
INTELLIGENCE, AGGRESSIVENESS, AND 
BAD HYGIENE. THE KEY TO BEATING 
THEM IS WATCHING THEIR MOVES AND 
FIGURING OUT HOW TO TRICK THEM 
INTO GETTING SIDETRACKED. STUCK, OR 
OTHERWISE CONFUSED. JAKE CAN TRAP 
MAD MONKS BY BLOWING HOLES IN 
FRONT OF THEM WITH HIS LASER- 
BLASTER. BEING A LITTLE SHORT ON 
BRAINS, MAD MONKS WILL WALK RIGHT 
INTO THE HOLES AND GET STUCK THERE 
FOR SEVERAL SECONDS. THE ONES THAT 
GET TRAPPED AND DIE WILL REAPPEAR 
ON THE SCREEN AFTER A WHILE, LOOK¬ 
ING FOR REVENGE. 

MAD MONKS CAN ALSO PICK UP AND 
CARRY TREASURE. SOMETIMES JAKE HAS 
TO TRAP THEM IN HOLES TO MAKE 
THEM COUGH UP THE GOODIES THEY'RE 
HOLDING. 


LODE RUNNER PLAY 

LODE RUNNER PLAY Wl LL TAKE YOU 
THROUGH TEN SUBTERRANEAN WORLDS, 
EACH WITH FIFTEEN LEVELS OF INCREAS¬ 
ING DIFFICULTY. LEVELS WILL COME IN A 
PROGRAMMED ORDER UNLESS YOU 
INTENTIONALLY SNEAK AHEAD. (NOTE: IF 
YOU CHOOSE TO PLAY THE LEVELS OUT OF 
ORDER, YOU'LL MISS OUT ON THE ANI¬ 
MATED MINI-FLICKS THAT REWARD YOU 
FOR FINISHING OFF EACH WORLD!) 

YOUR MAIN OBJECTIVE IS TO HELP JAKE 
PERIL (A.I<;A. THE LODE RUNNER) SNATCH 
UP ALL THE TREASURES IN EACH LEVEL 
WITHOUT GETTING SNUFFED BY THE MAD 
MONKS: AS SOON AS JAKE GRABS THE 
LAST GOODIE IN A LEVEL, AN EXIT 
APPEARS LEADING JAKE OUT OF ONE 
ADVENTURE AND ON TO THE NEXT. 

JAKE CARRIES A LASER-BLASTER EVERY¬ 
WHERE HE GOES. HE USES IT TO BLAST 
HOLES IN THE TURF ,FOR TRAPPING MAD 
MONKS, TO CREATE AN ESCAPE ROUTE, OR 
TO BURROW HIS WAY TO BURIED TREA¬ 
SURES. THERE ARE ALSO A VARIETY OF 
SPECIAL TOOLS SCATTERED THROUGHOUT 
THE GAME (SEE PAGES 16-21 ). YOU'LL NEED 
TO HELP JAKE GET AHOLD OF THESE FROM 
TIME TO TIME . . . TO FIGHT HIS WAY 
THROUGH STICKY SITUATIONS. 


LODE RUNNER ICON BAR 


RETURN TO MAIN MENU 


LEVEL BEING PLAYED 


LIVES REMAINING (CLICK ON 
THE SKULL AND CROSSBONES 
TO KILL THE PLAYER.) 


TOOL PLAYER IS CARRYING 
AND NUMBER OF BOMBS 
PLAYER IS CARRYING 


000002 5 SCORE for player 
















M§M CONTROLLING JAKE 

YOU CAN CONTROL JAKE'S 
j if ' j MOVEMENT A COUPLE DIF- 

. FERENT WAYS (DEPENDING 

ON WHAT KIND OF COMPUTER 
YOU'RE USING). FOR ALL 
MACHINES JAKE'S DEFAULT CON¬ 
TROLS ARE THE NUMERIC PAD ON 
YOUR KEYBOARD. BUT YOU CAN 
ALSO USE A JOYSTICK (DOS AND 
WINDOWS) OR A GRAVIS MOUSE 
STICK II OR GRAVIS GAME PAD 
(MAC). CHECK OUT THE OPTIONS 
MENU ON PAGE 12 FOR ADJUSTING 
THE SETTINGS. 


BLAST A 
HOLE LEFT, 


BLAST A 
HOLE RICHT 


CLIMB UP 


CLIMB DOWN 


RUN LEFT 


RUN RICHT 


PICK UP/DROP 
TOOL 


USE TOOL 


DROP/IGNITE 
SMALL BOMB 


H EAD-TO-H EAD CONTROLS FOR PLATE R 2 

RSI Ifll la IN A H EAD-TO-H EAD MATCH, 
PLAYER 2 CAN CONTROL JAKE'S 
Hlin GOLD-GRABBING SIDEKICK, WES 
|EbJ| PUJ| RECKLESS, BY USING THESE, 
nnsa DEFAULT KEYS, if you want to 
CHANGE THE SETTINGS, SEETHE 
lEiTTa Em OPTIONS MENU ON PAGE 12. 
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JOYSTICK CONTROL 

MS DOS 

IF YOU WANT TO OPERATE 
YOUR LODE RUNNER CONTROLS 
WITH A JOYSTICK, GO TO TH E OPTIONS 
MENU (SEE PAGE 12) AND CHOOSE THE 
JOYSTICK ICON IN THE TOP LEFT CORNER. 


WINDOWS 

PLEASE MAKE SURE YOUR JOYSTICK DRI¬ 
VER IS INSTALLED. CONSULT YOUR JOY¬ 
STICK INSTRUCTION MANUAL FOR WIN 
DOWS INSTALLATION. 


BUTTON TWO 

BLAST A HOLE' RIGHT. 


P| BUTTON ONE 

fM BLAST A HOLE LEFT. 


PICK UP/DROP TOOL 

PULL DOWN JOYSTICK AND PRESS BUTTON ONE 


USE TOOL JAKE IS CARRYINC 

PULL DOWN JOYSTICK AND PRESS BUTTON TWO 


DROP AND ICNITE SMALL BOMB 

PUSH UP JOYSTICK AND PRESS BUTTON TWO 


TACTICAL F6 KEY SPEEDS THINGS UP! 

TID Kin -I DOS AND WINDOWS USERS CAN SPEED UP 
I IK INC/. 1 THE GAME BY PRESSING THE F6 KEY. TO 

SLOW DOWN THE GAME PRESS THE F5 KEY. 
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GAME OPTIONS 


USE THIS MENU TO CHANGE ANY OF THE GAME'S 
CONTROLS. SET THE OPTIONS FOR A ONE-PLAYER 
GAME USING THE CONTROLS ON THE LEFT, OR CUSTOMIZE 
CONTROLS FOR A SECOND PLAYER USING THE PANEL ON 
THE RIGHT. IN HEAD-TO-HEAD PLAY, JAKE IS JOINED BY WES 
RECKLESS, A FELLOW BOUNTY HUNTER DRESSED IN BLUE. IF 
YOU PLAY USING THE DEFAULT SETTINGS, JAKE IS CON¬ 
TROLLED BYTHE NUMERIC PAD AND WES IS CONTROLLED BY 
THE SETOF KEYS SHOWN ON THE RIGHT SIDE OF THE 
OPTIONS MENU. YOU CAN ALSO ALTER THE CONTROLS TO 
USE A MOUSE OR JOYSTICK IF AVAILABLE. 





CONTROLTHE GAME WITH 
A JOYSTICK. 


SSSK 
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CONTROLTHE GAME WITH 
THE KEYBOARD. 

CONTROLTHE GAME USING 
A MOUSE. 


RESET CURRENT OPTION 
SETTINGS TO DEFAULT 
OPTION SETTINGS. 



KEY CONTROL PROGRAMMING 

USE THESE BUTTONS TO CHANGE THE 
KEYBOARD CONTROL SETTINGS FOR 
YOUR GAME. CLICK ON THE ICON 
WHOSE SETTING YOU WANTTO 
CHANGE. THEN CHOOSE ANY KEY ON 
YOUR KEYBOARD. WHEN YOU PUNCH 
THAT KEY, THE NUMBER OR LETTER WILL 
APPEAR IN THE WINDOW. 


BLAST A 
HOLE LEFT 


CLIMB UP 


BLAST A 
HOLE RIGHT 


PICK UP OR 
DROPTOOL 


USE TOOL 


DROP/IGNITE 

BOMB 


RUN 

RIGHT 


CLIMB OR DROP DOWN 


RAISE OR LOWER THE 
VOLUME OF MUSIC 
AND SOUND EFFECTS. 


TURN TH E MUSIC ON OR OFF, 


turn the sound effects on 
'Mi OR OFF. 


NOTE: 

THE DOS OPTION 
SCREEN DOES NOT 
HAVE A VOLUME 


CANCEL THIS SCREEN 


SAVE CHANGES AND RETURN TO 
THE MAIN MENU 


m 

feS gk 

Q 
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"”Cpf j PLAY FROM LEVEL 

YOU DON'T HAVE TO 
/ PLAY THE LODE RUNNER 
- LEVELS IN THE ORDER 

THEY'RE GIVEN TO YOU. IF YOU'RE 
FEELING ESPECIALLY DEFIANT AND 
ANTI-ESTABLISHMENT, YOU GAN USE 
THE PLAY FROM LEVEL FEATURE TO 
BRING UP ANY LEVEL IN THE WHOLE 
GAME. BUT THERE'S A CATCH. IF YOU 
BLOW OFF THE PROGRAMMED 
ORDER OF THINGS; THE GAME WILL 
HAVE NO WAY OF RECOGNIZING 
YOUR COLLECTIVE ACHIEVEMENTS. 
HENCE, YOU'LL MISS OUT ON THE 
COOL ANIMATED MINI-FLICKS 
STASHED AT THE END OF EACH 
GROUP OF LEVELS. WORSE STILL, 
YOU'LL MISS JAKE PERIL'S OUTRAG¬ 
EOUS FINALE FLICK AT THE END OF 
HIE GAME. 


PLAY FROM LEVEL WINDOW 

THIS WIN DOW SHOWS 
YOU A DIAGRAM OF 
SJLSJL &l ' c THE SELECTED LEVEL. 


USE THE ARROWS 
TO SCROLL UP 
AND DOWN 
THROUGH THE 
LIST OF LEVELS 


L.A Step Ahead 


PLAY THE SELECT¬ 
ED LEVEL 


NUMBER OF THIS LEVEL 
IN THE GROUP 


CANCEL 


NAME OF THE LEVEL 


.Si ; 

3. ® .;2S J!B. 55 


r ^ t p 

3 3 
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j HEAD-TO-HEAD PLAY 

Mpj HEAD-TO-HEAD CONTESTS 

can be played as coopera- 
TIVELY— or as cantanker¬ 
ously—as you want. IF YOU WANT 
TO WORK TOGETHER, ONE LODE 
RUNNER GAN LURE THE MAD MONKS 
AWAY WHILE THE OTHER NABS THE 
GOODIES. OR IF YOU WANT TO GO FOR 
POINTS, YOU CAN COMPETE TO SEE WHO 
CAN SNAG THE MOST GOLD. THE GAME 
KEEPS TRACK OF EACH PLAYER'S EARN¬ 
INGS. IN SOME LEVELS, YOU MAY FIND 
IT NECESSARY TO WORK TOGETHER TO 
GET AT SOME OF THE GOODIES. IN OTH¬ 
ERS, YOU CAN BE AS GREEDY AND 
OBNOXIOUS AS YOU WANT. 




in. iftfi 
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RETURN TO MAIN MENU 


NUMBER OF BOMBS PLAYER 
IS CARRYING 


TOOL PLAYER IS CARRYING 


LIVES REMAINING 
CLICK ON THE SKULL AND 
CROSS-BONES TO KILL 
THE PLAYER. 


0000020 f 5CORE FOR PLAYER 


















































































TEN UNDERWORLDS & TOOL OVERVIEW 

JAKE'S JOURNEY WILL TAKE HIM THROUGH TEN UNDER¬ 
GROUND REGIONS, EACH CONTAINING FIFTEEN LEVELS OF 
INCREASING DIFFICULTY. JAKE WILL ALSO LEARN HOWTO 
USE A NEW TOOL AT THE BEGINNING OF EACH WORLD. 


MOSS 

CAVERNS 


ei t>8 be a bhs 0«iBeS5W« 
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BLAST LEFT 


LASER BLASTER 

THE LASER BLASTER 
IS JAKE'S DEFAULT 
TOOL. HE GARRIES 
IT WITH HIM 
EVERYWHERE HE 
GOES—AND IT 
NEVER RUNS OUT 
OF FIRE POWER. HE 
CAN USE IT TO 
BLAST HOLES IN 
TURF SO HE GAN 
TRAP MAD 
MONKS, CREATE 
ESCAPE ROUTES, 
ANDGETTO HID¬ 
DEN TREASURES. : 


BLAST RIGHT 


'A TACTICAL 
~'f~ TIP NO. 2 


GETTING to the goods 

YOU CAN BLAST YOUR WAY DOWN TO TREASURE 
THAT'S HIDDEN BENEATH SEVERAL LAYERS OF 
TURF. HERE'S HOW: BLAST A HOLE, THEN BACK 
UP. BLAST ANOTHER HOLE, AND BACK UP AGAIN. KEEP 
DOING THIS UNTIL YOU'VE BLASTED AS MANY HOLES IN A 
HORIZONTAL ROW AS THERE ARE LEVELS OF TURF YOU NEED 
TO GETTHROUGH. (IN OTHER WORDS, IF YOU NEED TO GET 
TO TREASURE THAT'S BURIED UNDER FOUR LAYERS OF TURF, 
DIG FOUR HOLES IN A ROW BEFORE YOU JUMP INTO THE 
DITCH). REPEAT THE BLASTING PROCESS UNTIL YOU'VE 
TORCHED YOUR WAY DOWN TO THE TREASURE! 


FINDING STUFF IN TURF 

TREASURES, SMALL BOMBS, AND KEYS MAY BE Hi 
DEN UNDERNEATH THE TURF ANYWHERE IN A 
LEVEL. JAKE CAN DISCOVER THESE GOODIES BY 
BLASTING ABOUT IN A RANDOM FRENZY. 


D- 





SMALL BOMBS 

SET THESE DOWN , 
THEN GET JAKE 
OUT OF THE WAY- 
FAST-OR HE'LL 
GET BLOWN UP. 
THEY'LL BLOW UP 
AFTER A SHORT 
DELAY, TOASTING 
ALL MAD MONKS 
AND TURF WITH¬ 
IN RANGE. JAKE 
CAN CARRY UP TO 
FOUR OFTHESE 
AT A TIME. 


FUNCUS 

DELVINCS 


PICKUP 


DROP & ACTIVATE 


HIDEOUT 

JAKE CAN SLIP 
INSIDE THIS CAVE 
TO HIDE .UNTIL 
THE MAD'MONKS 
HAVE GONE PAST. 


LOST CITY I ‘ J 
OF UR # 





















































CRYSTAL 
fe- HOARD 


SLIME BUCKET 

THIS STUFF CAN 
BE HURLED ON 
THE GROUND IN 
FRONT OF 
APPROACHING 
MAD MONKS. 
IT'LL SLOW THEM 
DOWN QUITE A 
BIT, BUT DOES NO 
PERMANENT 
DAMAGE. EACH 
BUCKET CAN BE 
USED ONLY ONCE. 


PICKUP 




MAD MONK 
SNARE 

JAKE CAN PICK 
THIS UP AND DROP 
IT IN THE PATH OF 
A MAD MONK. 
WHEN THE MAD 
MONK WALKS 
OVER IT, THE TRAP 
SPRINGS AND HE'S 
HUNG UPSIDE- 
DOWN. 


W. WINTER'S 
'd DUNCEON 






PICKUP 


WARNINC! 

JAKE CAN GET 
CAUGHT IN THIS 
TRAP TOO, 



JACKHAMMER 

LETS JAKE DRI LL 
THROUGH BEDROCK 
(WHICH HIS LASER- 
BLASTER CAN'T DO). 
THIS TOOL IS 
REUSABLE 


SKELETON'S 

KEEP 




H E CAN 
DRILL HOLES ANY¬ 
TIME HE'S CARRY¬ 
ING IT. THE HOLES 
ARE PERMANENT. 
JACKHAMMERS 
DON'T AFFECT ANY 
OTHER KINDS OF 
TURF. 




BEFUDDLEMENTGAS 

WHEN JAKE SETS THIS 
STUFF OFF IN FRONT 
OF A MAD MONK, THE 
MONK WILL BECOME 
TOTALLY DISORIENTED. 
FOR SEVERAL SECONDS. 
THIS TOOL NEVER 
RUNS OUT. 


INFERNO'S 

PLAYGROUND 








PICK UP 






































































7] SHIMMERING 
iCAVERNS 
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PICKAXE 

JAKE CAN USE THIS 
TOOL TO CREATE 
CAVE-INS FROM 
OVERHEAD TURF 
AND BEDROCK. IT'S 
A HANDY WAY TO 
TRAP MAD MONKS 
AND CREATE BARRI¬ 
CADES—THOUGH 
ONLY TEMPORARI¬ 
LY. THE AXE CAN BE 
USED REPEATEDLY 
AS LONG AS JAKE'S 
CARRYING IT. . 


P 


PICKUP 


P 


USE 
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DARKNESS SPOTLIGHT 
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THE 

SHADOWLANDS 

• SUDDENLY JAKE 1 
. FINDS HIMSELF SUR- . 

T V ROUNDEDBYAN 
'= EERIE DARKNESS. HIS 

;; : PATH is lit only by 
—-t' ' A DIM GLOW FROM 
5^ TH E XARTANIUM ■ 

PENDANT HANGING 
ROUND HIS NECK. 

' THERE ARE NOISES IN 
THE DARKNESS. ■ 

. WHERE THE HECK IS ■ 
THE EXIT DOOR? 
SWEAT AND ADREN¬ 
ALINE. DANGER 
AROUND EVERY COR¬ 
NER. IT JUST DOESN'T 
‘ GET ANY BETTER 
THAN THIS. 
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TRANSPORTER 

CONSISTS OF AN 
ENTRANCE AND 
AN EXIT (THEY 
WON'T WORK IN 
THE REVERSE ' 
DIRECTION). 
WHEN JAKE RUNS 
INTO THE • 

ENTRANCE,'HE'LL 
POP OUTTHE 
EXIT. MAD 
MONKS CAN USE 
IT, TOO. 


MELTDOWN 

BW IMP metropolis 
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EXIT 


WIRING TRANSPORTERS 

YOU CAN PLACE AS MANY TRANSPORTER ENTRANCES AND EXITS ON 
THE SCREEN AS YOU DESIRE. TO WIRE A SPECIFIC ENTRANCE TO A SPE¬ 
CIFIC EXIT, CLICK ON THE PLIERS IN THE TOOLBOX AND THEN CLICK . 
ON THE ENTRANCE YOU WANT TO WIRE. A ZERO WILL APPEAR ON 
THAT ENTRANCE. LEFT CLICK ON. THE ZERO TO COUNT UP TH ROUGH 
THE NUMBERS (WINDOWS USERS COUNT DOWNWARD USING THE 
RIGHT MOUSE BUTTON; MAC USERS PRESS TH E OPTION KEY AND 
CLICK THE MOUSE; DOS USERS PRESS THE CTRL KEY ANDCLICKTHE 
MOUSE). LET’S SAY YOU ASSIGN A NUMBER "1" TO THIS ENTRANCE. ' 
NOW MOVE YOUR CURSOR TO THE EXIT YOU WANT TO WIRE. ASSIGN 
THE SAME NUMBER (T). NOW, WHEN JAKE COMES TO ENTRANCE 1, 

HE WILL BE TRANSPORTED TO EXIT!. ASSIGN DIFFERENT NUMBERS TO 
EACH PAIR OF TRANSPORTERS IN THE LEVEL. (NOTE: IF YOU ASSIGN 
THE SAME NUMBER TO MORE THAN ONE EXIT, JAKE WILL TRANSPORT' 
INTOTHE ONE YOU PLACED HIGHEST ON THE SCREEN.) 


Y1&M' 




ENTRANCE 


EXIT 
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GAME GENERATOR 

CHOOSE THE HAMMER ICON FROM 
THE MAIN MENU WHEN YOU'RE READY 
TO BUILD YOUR OWN LODE RUNNER 
LEVELS. YOU'LL HAVE ACCESS TO ALL THE 
TOOLS AND PARTS YOU NEED TO CRE¬ 
ATE LEVELS JUST LIKE THE ONES THAT 
COME WITH TH E CAME. YOU CAN 
SELECTANYOFTHETEN 
NETHERWORLD BACKGROUNDS, AND 
DROP UP TO TEN BLOODTHIRSTY MAD 
MONKS INTO EACH OF YOUR CRE¬ 
ATIONS. YOU CAN ALSO MAKE YOUR 
OWN HEAD-TO-HEAD LEVELS SIMPLY BY 
PUTTING TWO LODE RUNNERS (ONE 
WHITE - ONE BLUE) ON THE SCREEN. 
YOU'LL BE BUILDING YOUR LEVELS IN 
GROUPS—WHICH CAN CONTAIN AS 
FEW OR AS MANY LEVELS AS YOU WANT. 
YOU CAN CONNECTTHESE LEVELS - 
TOGETHER. EACH TIME A PLAYER 
MAKES ITTHROUGH THE EXIT IN ONE 
OF YOUR LEVELS’ HE’LL BE TAKEN TO 
THE NEXT LEVEL IN THE GROUP. (SEE 
PAGE 24 FOR A FULL EXPLANATION). 

ONCE YOU'VE BUILT YOURSELF A NICE 
COLLECTION OF LODE RUNNER LEVELS, 
YOU'LL WANT TO TRY ; . r-v— ., 
THEM OUTON YOUR B ■ CO¬ 

PALS. YOU CAN 
DOWNLOAD YOUR 
HOMEMADE ADVEN- ? 

TURES ONTO FLOPPY r v ' ’ 

DISKS OR BULLETIN * ' < 

BOARDS, AND SET OUT “ V ■ 

A CHALLENGE FOR > „ 

OTHER LODE RUNNER , 

PLAYERS ANYWHERE. * ." -'J 


GAME GENERATOR MENU 



SAVING LEVELS INTO GROUPS 


YOUR HOMEMADE LOAD RUNNER 
LEVELS ARE SAVED INTO GROUPS 
JUST LIKE THE ONES IN THE GAME. 
YOU CAN ADD AS MANY LEVELS AS 
YOU WANT TO A G ROU P, AN D YOU 
CAN LINK ANY TWO LEVELS WITHIN 
THE GROUP (SEE LINKING LEVELS ON 
PAGE 24). JUST FOLLOW THESE NINE 
STEPS: 

1. CHOOSE THE SAVE GROUP ICON 
AND MAKE UP A NAME FOR 
THE GROUP OF LEVELS 


YOU ARE ABOUTTO BUILD. 

2. BUILD A LEVEL. MAKE SURE IT 
CONTAINS ONE LODE RUNNER 
(OR TWO FOR H EAD-TO-H EAD 
LEVELS), AT LEAST ONE MAD 
MONK, AS MANY GEMS AS YOU 
WANT, AND AN EXIT DOOR. 

3. TITLE YOUR LEVEL USING THE 


4. ADD LEVEL TO THE GROUP BY 
CHOOSING THE ADD A LEVEL 
ICON. NOTE: THIS WILL NOT 
SAVE YOUR GROUP AUTOMAT¬ 

ICALLY. YOU NEED TO SAVE 
YOUR GROUP BY CLICKING ON 
THE SAVE GROUP ICON. 

5. BUILD A SECOND LEVEL. 

6 . TITLE THIS LEVEL ALSO. 

7. CLICK ON THE SAVE GROUP ICON 
TO SAVE THIS! NTO TH E SAME 
GROUP AS THE PREVIOUS LEVEL. 

8 . -YOU NOW HAVE TWO LEVELS IN 
YOUR GROUP. ADD AS MANY LEV¬ 
ELS AS YOU WANT IN THE GROUP 
BY REPEATING THIS PROCESS. 


TITLE ICON. 


9. WHEN YOU'RE READY TO START A 
i-- WHOLE NEW GROUP OF LEV¬ 

ELS, CHOOSETHE NEW 
GROUP ICON. THEN FOLLOW 
STEPS 1-7 AGAIN. 
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UNKING LEVELS 

WHEN JAKE PERIL ESCAPES THROUGH THE EXIT 
DOOR OU I Ol ONE LEVEL, HE CAN BE AUTOMAT¬ 
ICALLY TRANSPORTED INTO ANY OTHER LEVEL IN 
THE GROUP. HERE'S HOW YOU DO IT: 

1. LOAD THE LEVEL YOU WANT JAKE TO EXIT. 
MA^SURETHERE IS a GRAY EXIT DOOR ON 

2 • CLICI< ON THE PL IERS IN THE TOOLBOX. 

! ■ 3. CLICK ON THE GRAY EXIT DOOR. 


4. THE LEVEL LOADER SCREEN WILL APPEAR 
SCROLL THROUGH THE LEVELS UNTIL YOU 
COME TO THE ONE YOU WANTJAKE TO ENTER 
THEN CLICK ON THE BIG TRIANGLE ICON. 

5. NOW WHENEVER SOMEONE SOLVES THE PUZ¬ 
ZLE WITH THE PROGRAMMED EXIT, JAKE WILL 
AUTOMATICALLY TRANSPORT TO THE LEVEL 
YOU SELECTED FOR HIS NEXT ENTRANCE. HE 
WILL ENTER THAT LEVEL WHEREVER YOU HAVE 
PLACED THE LODE RUNNER FIGURE ON THE 

SCREEN. 





Pfps? TACTICAL lots of exit doors 

18&S TIP NO 3 ^ CAN PLACE MORE THAN ONE GRAY EXIT 

CAN LINK LACHDOOK SKSS™ 
DOOR THAT A PLAYER HAPPENS TO CHOOSE WILL DETERMINF WHirM 
LEVEL HE ENDS UP IN. ONE DOOR MICHTTAKE H M BA« TO TH^ 

^‘j^Er^oT^gR^r 0 ™-K^VELAT 


-A.; TACTICAL JUMP TOTHE ENDOFACROUP 

TIP NO A wh enyou're playinc inthecame 

ENERATOR, YOU CAN SCROLL BACK AND 

THE GROUPOF f-EVELS BY USING THE LEFT AND 
RIGHT ARROWS ATTHE BOTTOM OF THE SCREEN SINCF lODF ri ikimcb 
LEVELS ARE LINKED IN A LOOP, YOU CAN kROLLBA«WARDS wKt 
LEFT ARROW TOGETTO THE LEVELS ATTHE END OF THECRO^P ^ 



BACKGROUND MENU 


" V 7 ' BRING UP THIS 
menu by 
CHOOSING 
THE GLOBE 
ICON FROM 
THE GAME GENERATOR 
MENU. EACH OF THE TEN 
ICONS REPRESENTS AN 
UNDERGROUND WORLD. 
CLICK ON THE BACK¬ 
GROUND YOU WANT, 
THEN CLICK ON THE 
SELECTION ARROW. 




VIEWING WINDOW 


SHOWS THE SECTION OF THE BACK¬ 
GROUND THAT WILL APPEAR ON THE 
LEVEL SCREEN. 


CANCEL THIS SCREEN 


SELECT THE HIGHLIGHTED 
BACKGROUND. 


:'- v 


‘f/T'i ?«.’! 

■- sfA* 

- 1 

r\\ 

y. fj 

t ' 
























































6AME generator toolbox 


USE THE TOOLS IN THIS MENU TO CRE¬ 
ATE YOUROWN LODE RUNNER LEVELS 
SELECT THE PART YOU WISH TO PLACE 
ON THE SCREEN FROM THE WINDOW 
ATTHE BOTTOM OF THIS MENU THEN 
USE THE TOOLS AS FOLLOWS: 


- ' 

-i« 

T % ' ■ - 
•••' • ... . • - 
■ ■ 

- -- - TC" ' 




T 


... 


MpSCSiS 

111 B 
BIB 

mm 


GAME GENERATOR PARTS BIN 


CLICK ON THIS WINDOW AND HOLD 
DOWN ON THE CURSOR. THIS WILL BRING 
UPTHE TOOLBOX PARTS BIN. 


- i - ‘ 'i ' • • ;■ ’ - 

V 

- %■ 


:■ ' 


FILL IN THE AREA BETWEEN SURROUNDING 

WALLS WITH THE SELECTED PART. 


jy CLI<: K PARTS ONTO THE SCREEN ONE AT A 
V f TIME, OR HOLD DOWN ON THE CURSOR 


ISSffH 


Hi MNESRwfK^ 

SjtlSlp* 

£& * ^'vw. ^ ^ 

y&m ; *',' 4 * Wm&m 



-V : ; 


• AND drag the mouse to paint large 
SECTIONS WITH THE SELECTED PART. 


... 



DRAG THE CURSORTO CREATE A SQUARE 
OR RECTANGULAR OUTLINE, WHICH WILL 
FILL IN WITH THE SELECTED PART 







_jijHIL 

6 6 * i 





DRAG THE CURSOR IN A DIAGONAL LINE 
WHEN YOU LET UP ON THE CURSOR, THE 
LINE WILL FILL IN WITH THE SELECTED PART. 


* ’ 't: 


Wj 


lyj 


SELECT THIS PART, THEN HIT OR 


Sggg^jsSggf | 


DRAG CURSOR ACROSS PARTS 


• NT*’’ 


YOU WISH TO ERASE 




CLICK ON THIS, THEN CLICK ON 
ANY PART ON THE SCREEN TO 
SELECT PART. 


CUT ANY PART OR ‘ 
SELECTED AREA ON THE 
SCREEN. 



TURF -THE PRIMARY SUBSTANCE IN 
NETHERWORLD TERRAIN. JAKE PERILCAN 
TEMPORARILY BLOW HOLES IN IT WITH HIS 
LASER-BLASTER OR WITH A BOMB (WHICH 
ALLOWS HIM TO DIG HI S'WAY TO BURIED 
TREASURES OR MAKE PITS FOR TEMpORARI LY 
TRAPPING MAD MONKS), DESTROYED TURF 
GROWS BACK AFTER A FEW SECONDS. 


BEDROCK - REALLY BEDROCK. CAN ONLY BE 
DESTROYED WITH A JACKHAMMER. 


COPY SELECTION TO A 
CLIPBOARD. 


. : - A - 

mu 


WIRE TOGETHER TELEPORTERS 
AND EXITS. 


SURROUND AREA YOU WANT 
TO ERASE OR MOVE. 


ip 


PASTE A PART OR SEC¬ 
TION YOU'VE CUT OR 
COPIED. 


UNDO YOUR LAST 
MOVE. 




TAR TURF - SLOWS DOWN JAKE AND TH E MAD 
MONKS BIG TIME. JAKE CAN CREATE THE SAME 
EFFECT ON REGULAR TURF BY HURLING A SLIME 
BUCKET. 


TRAP DOOR TURF - IF JAKE STEPS ON THIS, 
HE'LL FALL RIGHT TH ROUGH. 


. . ' 
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JACKHAMMER - LETS JAKE DRILL THROUGH 
BEDROCK (WHICH HIS LASER-BLASTER CANT DO). 
THIS TOOL IS REUSABLE—JAKE CAN DRILL HOLES 
ANYTIME HE'S CARRYING IT. THE HOLES ARE PER¬ 
MANENT, SO JAKE USUALLY NEEDS TO THINK 
BEFORE DRILLING. JACKHAMMERS DON'T AFFECT 
ANY OF THE OTHER KINDS OF TURF. 


PICKAXE - JAKE CAN USE TFIIS TOOL TO CREATE 
CAVE-INS FROM OVERHEAD TURF AND BEDROCK, 
IT'S A HANDY WAY TO TRAP MAD MONKS AND 
CREATE BARRICADES—THOUGH ONLY TEM¬ 
PORARILY. THE PICKAXE CAN BE USED REPEATED¬ 
LY AS LONG AS JAKE'S CARRYING IT. 


MAD MONK SNARE -JAKE CAN PICK THIS UP, 
CARRY IT, AND DROP IT IN THE PATH OF A MAD 
MONK. WHEN THE MAD MONK WALKS OVER IT, 
THE TRAP SPRINGS AND HE'S HUNG UPSIDE- 
DOWN. WARNING—JAKE CAN GET CAUGHT IN 
THIS TRAP, TOO! 


HIDEOUT- JAKE CAN SLIP INSIDE THIS CAVETO-J 
HIDE UNTIL THE MAD MONKS HAVE GONE PAST. 


BOSS BOMB - SET TH IS DOWN, TH EN GET JAKE 
OUT OF THE WAY- FAST! THIS WILL BLOW UP 
AFTER A SHORT DELAY, TOASTING EVERYTHING 
WITHIN RANGE - PERMANENTLY. YOU CAN PICK 
UP/IGNITE ONLY ONE OFTHESE GUYS. 




SMALL BOMB -THIS HIGH POWERED EXPLOSIVE 
WORKS JUST LIKE A BOSS BOMB, EXCEPT IT CAN 
ONLY BLOW UP MAD MONKS, TURF, AND JAKE. 

IT WILL NOT PERMANENTLY TOAST THESE 
THINGS, EXCEPT JAKE. THIS IS NOT LIKE THE BOSS 
BOMB: YOU CAN CARRY FOUR OF THESE. 


SLIME BUCKET- HURL THIS ON THE GROUND IN 
FRONT OF APPROACHING MAD MONKS. IT'LL 
SLOWTHEM DOWN QUITE A BIT, BUT DOES NO 
PERMANENT DAMAGE. EACH BUCKET CAN BE 
USED ONLY ONCE. 


E^Jf 


ENTER 

\_J 

EXIT 


TREASURES - YOUR MAIN GOAL IS TO HELP 
JAKE SCOOP. UP ALL THE TREASURE ON THE 
SCREEN SO YOU CAN GO ON TO THE NEXT 
LEVEL. AS SOON AS YOU GRAB A PIECE IT DIS¬ 
APPEARS FROM THE SCREEN AND IS ADDED TO 
YOUR SCORE. MAD MONKS CAN ALSO PICK UP 
TREASURE AND CARRY IT AROUND FORA 
WHILE. THEY'LL DROP IT IF THEY FALL INTO 
HOLES DUG BY JAKE. 

LADDER- ALLOWS JAKE TO CLIMB UP AND 
DOWN WITHIN THE LEVEL. 

INVISIBLE LADDER- APPEARS ONLY WHEN ALL 
THE TREASURE IN A LEVEL HAS BEEN COLLECT 
ED. CAN REVEAL A SECRET ACCESS TO EXITS. 

HAND-OVER-HAND BAR - JAKE AND THE MAD 

MONKS CAN CROSS GORGES AND CHASMS VIA 
HAND-OVER-HAND BAR, OR DROP OFF THE 
BAR AT ANY POINT. JAKE CAN'T USE ANY OF HIS 
TOOLS WHILE HE'S HANGING ON TO THE BAR. 

TRANSPORTER- CONSISTS OF A ONE-WAY 
ENTRANCE AND AN EXIT (THEY WON'T WORK 
IN REVERSE). WHEN JAKE JUMPS INTO THE 
ENTRANCE, HE'LL POP OUT THE EXIT NO MAT¬ 
TER WHERE IT'S POSITIONED. MAD MONKS 


MIGHT FOLLOW HIM. 


KEY DOo'^OR TO CiO WITH A SPECIFIC 

KEY DOOR - MATCH TH E KEY WITH TH E SAME 
COLORED DOOR AND JAKE IS ON HIS WAYTO 
THE NEXT LEVEL. 


EXIT DOOR - ONE OF THESE APPEARS WHEN 
JAKE HAS NABBED ALL THE TREASURES IN THE 
LEVEL. USE THE PLIERS TO LINK THIS EXITTO 
ANOTHER LEVEL. FOR MORE INFO SEE THETA C- 
TICAL TIPS ON PAGE 24. 














^rcV !^ DLEMENTCM ~ WHEN JAKE SETS THIS STUFF 

° FF JN front of a mad monk, the monk will 
BECOME TOTALLY DISORIENTED FOR SEVERAL SEC 
ONDS—LONG ENOUGH FOR JAKE TO MAKE A GET¬ 
AWAY. THIS TOOL NEVER RUNS OUT. 

LODE RUNNER HERE'S JAKE PERIL RARIN'TOGO 

THERE'S ONLYONE LODE RUNNER PER LEVEL 

EXCEPT IN HEAD-TO-HEAD LEVELS, WHERE OF 
COURSE, THERE ARE TWO. ' ‘ 

BLUE LODE RUNNER - PLAYER 2 LODE RUNNER- 

ECKLESS ' THE H °T5HOT LODE RUNNER 
DRESSED IN BLUE. HE SHOWS UP IN ALL THE HEAD- 

to-head levels, readyto snao ooodib for 

PLAYERS. HE HAS THE EXACT SAME SPEED SKILLS 

'J; ITIE5 As JAKE/ BUT HE ' S pun BY A DIFFER- 

daJc S ^ 0 ^ C0NTR0ls (see the options MENU ON 

PACE 12). YOU GET TO DECIDE WHETHER HE WORKS 
WITH OR AGAINST JAKE PERIL, RKS 

MAD MONKS- MEET TH E MAD MONKS OF TH E EVII 
THESE RED < E OAKED BAD BOYS HAVE 
ONLY ONE THING ON THEIR MINDS: 

OBLITFRATINC JAKF PERIL. YOU CAN PUT UP TO 
TEN OF THEM ON THE SCREEN AT ONCE. 

fJnM A JS?! < , c ENTRANCE ‘ THIS LlrrLE doorway 
FROM THE NETHERWORLD CAN BE PLACED ANY- 

,™ THE SCREEN - WHENA MAD MONK 

OPENING ^ HE REINCARNATE 5 THROUGH THIS 

YF?T E r;/rM^ ONI<s WILL reappear randomly if 
YOU DO NOT USE THE MAD MONK ENTRANCE. 


u 

m 


TACTICAL 
TIP NO. 5 



HIDING STUFF IN TURF 

ALL KINDS OF GOOD STUFF—LIKE TREA¬ 
SURES, SMALL BOMBS, AND KEYS—CAN BE 
HIDDEN UNDERNEATH THE TURF ANY¬ 
WHERE IN A LEVEL. TO HIDE THE GOODS, 
JUST LAY A BUNCH OF TURF AND PLACE 
THE OBJECTS SO THEY OVERLAY THE TURF. 
THE STUFF WILL DISAPPEAR WHEN YOU 
HIT THE PLAY BUTTON. JAKE CAN DISCOV¬ 
ER UNTOLD HOARDS OF ESSENTIAL GOOD¬ 
IES BY BLASTING ABOUT 
-j IN A RANDOM FRENZY 
WHENEVER HE DEEMS IT 
APPROPRIATE. 


•'V 



TACTICAL 
TIP NO. 6 


fm 


V 

A 


HI 


MONK-HOPPING FOR FUN & PROFIT! 

IF YOU'RE REALLY QUICK AND DARING, 
YOU CAN ACTUALLY GET JAKE TO RUN 
OVER THE HEADS OF MAD MONKS WHEN 
THEY'RE FALLING THROUGH THE AIR OR 
OTHERWISE PREOCCUPIED. IT'S A GREAT 
WAY TO GET ACROSS GAPS OR DROP TO A 
LOWER LEVEL OF TURF WHEN YOU'RE IN A 
PINCH AND FEELING ESPECIALLY BRAZEN. 


V* ■ 



























THE LEGEND RETURNS 

EXECUTIVE PRODUCTION 

JEFF TUNNELL PRODUCTIONS 

DESIGNED AND DEVELOPED 

PRESAGE SOFTWARE 


GAME CREDITS 

executive producer 

PRODUCER 

DIRECTOR 

THE ORIGINAL LODE 
RUNNER GAME DESIGN 

LODE RUNNER GAME ENGINE 


MACINTOSH 

PROGRAMMER 

MS-DOS 

PROGRAMMER 

WINDOWS 

PROGRAMMER 


JEFF TUNNELL 

RANDY DERSHAM 
JAKE HOELTER 

DOUG SMITH 

TODD DAGGERT 
JAKE HOELTER 
GRAIG VINET 

JAKE HOELTER 
GRAIG VINET 
TODD DAGGERT 
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MIKE KENNEDY 
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BACKGROUNDS 
AND TILE SETS 
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MUSIC DIRECTOR 
COMPOSITION 

SOUND EFFECTS 

ADDITIONAL 

ORCHESTRATION 


BRAD deCAUSSIN 

STEVE SNYDER 

MIKE KENNEDY 
NINA CHEN-GENTLE 
MARK HOLMES 
BRIAN WHITE 

MATT BERARDO 

MATT BERARDO 
BRIAN SALTER 

BRIAN SALTER 
MIKE PUKISH 


LEVEL DIRECTOR DANEBIGHAM 
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ED MURPHY 
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CUSTOMER SERVICES 

The best customer service in the industry. 

"You don't just buy our games—you buy the support of the whole company." 

Sierra On-Line is dedicated to helping you with each and every question or problem. Whether it's memory shortages, software 
compatibility, or any other issue affecting our products, we guarantee your satisfaction. 

Customer Service 

Contact the Customer Service Department for questions pertaining to returned merchandise, back orders, defective merchan¬ 
dise, and general game information. In the U.K. and Europe, use these contacts for Technical Support, Returns, and Direct Sales 
as well. 


United States 

Sierra On-Line 
Customer Service 
P.0. Box 85007 
Bellevue, WA 98015-8507 

Call 1-800-SIERRA-5 
(1-800-743-7725) 

Fax (206) 562-4223 


United Kingdom 

Sierra On-Line Limited 
4 Brewery Court 
The Old Brewery 
Theale, Reading, Berkshire 
RG7 5AJ United Kingdom 

Call (44) 734 303171 
Fax (44) 734 303201 
9:00 a.m. - 5:00 p.m., Monday - Friday 


Continental Europe 

Coktel Vision 

Parc Tertiaire de Meudon 

Immeuble "Le Newton" 

25 rue Jeanne Braconnier 
92366 Meudon La Foret Cedex 
France 

Call 33-1-46 01-4650 
Fax 33-1-46-31-7172 
Hint line 33-1-36-68 4650 


THE SIERRA NO RISK GUARANTEE! 

THE PROMISE: We want you to be happy with every Sierra product you purchase. Period. Complete and return the enclosed 
owner registration card, and we'll be able to serve you better if you contact us with a problem. If you're unhappy with one of 
our software products for any reason, you can return it for an exchange or full refund within 30 days of purchase. (If it was 
purchased retail, please include the original sales receipt.) Note: this policy applies to the original owner only. 

THE ONLY CATCH: You have to tell us why you don't like it, so we can improve. If you send it back and tell us why, well do 
our best to make you happy. 


IT IS ILLEGAL TO MAKE UNAUTHORIZED COPIES OF THIS SOFTWARE 


This software is protected under federal copyright law. It is illegal to make or distribute copies of this software except to make a backup copy 
for archivol purposes only. Duplication of this software for any other reason including for sale, loan, rental, or gift is a federal crime. 
Penalties include fines as high as $50,000 and jail terms of up to five years. 

Sierra On-Line, Inc., supports the industry's effort to fight the illegal copying of personal computer software. Report copyright violations to: 


SPA, 1730 M Street NW Suite 700, 
Washington, D.C. 20036 (202) 452-1600 


I® SIERRA® 


This manual, and the software described in this manual, are copyrighted. All rights are reserved. No part of this manual or the described soft¬ 
ware may be copied, reproduced, translated or reduced to any electronic medium or machine-readable form without the prior written consent 
of Sierra On-Line, Inc.; 3380 146lh Place SE, Suite 300; Bellevue, WA; 98007. ® and ™ designate trademarks of or licenses to Sierra On- 
Line, Inc. © Sierra On-Line, Inc. 1994. All rights reserved. Printed in the USA. 
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U.S. TECHNICAL SUPPORT 

In the U.S., contact the Technical Support Department for help in installing or configuring your Sierra product, or resolving hard¬ 
ware or software compatibility issues. 

AUTOMATED TECHNICAL SUPPORT (206) 746-8100 

Sierra On-Line offers a 24-hour Automated Technical Support line with recorded answers to the most frequently asked tech¬ 
nical questions. To access this service, call (206) 746-8100, and follow the recorded instructions to find your specific topic and 
resolve the issue. If this fails to solve your problem, you may still contact our Technical Support Department as described below. 

TECHNICAL SUPPORT 

If you are unable to resolve a problem with your game using this manual or through the Automated Support line, contact our 
Technical Support representatives directly. You may call, write, or fax us with your questions, or contact us via BBS e-mail. 

If you choose to write, fax, or e-mail us with your request, please provide detailed information on your computer system and the 
nature of your problem. In addition, please include your address and telephone number should we need to call back or send you 
further information. 

U.S. 

Sierra On-Line Call (206) 644-4343 

Technical Support Fax (206) 644-7697 

P.O.Box 85006 8:15 a.m.-4:45 p.m. PST 

Bellevue WA 98015-8505 Monday - Friday 

SIERRA TECHNICAL SUPPORT IS ALSO AVAILABLE THROUGH: 

Sierra BBS: U.S. (206)644-0112 or U.K. (44) 734 304227 
CompuServe: GAMEPUB (Sierra ID 76004,2143) 

Prodigy: Technical Support ID- WBWW55B 
America Online: Keyword Sierra (Private Email DynamixTS) 

GEnie: Private E-mail to SIERRA.SUP 


PATCH DISKS - 

If you have spoken to a Sierra Technical Support Representative or have read about an available patch (repair) disk in our maga¬ 
zine InterAction, please send in your request to the address below, or contact us via BBS. Let us know the game, version number 
(VER# on the front of your game disk(s)), ond the disk type you have. 

Sierra On-Line 

Patch Disks 
Dept. 10 
P.0. Box 485 

Coarsegold, CA 93614-0485 
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[ Sierra on CompuServe 

Sierra offers technical support and patch files 
via its CompuServe forum, as well as product 
demos, hints, and reviews. Members of 
CompuServe can type GO GAMEPUB and 
leave a message at (CIS 10 76004,2143). If 
you are not currently a member of 
CompuServe, call toll-free (800) 848-8)99 
and ask for Representative 461 for your FREE 
introductory membership and usage credit. 


SOFTWARE WARRANTY & REPLACEMENTS 

If your Sierra software or disk fails within 90 days of purchase, well replace it free of charge. To replace faulty software, return 
the CD or diskette 1 directly to us. Include a copy of your sales receipt, a note stating your game machine or computer type, and 
the type of disk(s) you need. More than 90 days after purchase, you must also include a $10.00 U.S. (f6.00 in U.K.) replace¬ 
ment charge. 

In the U.S., return your software to: 

Sierra On-Line Fulfillment 
P.0. Box 485 
Coarsegold, CA 93614 
Attn: Returns 

Overseas, return your disk(s) to the appropriate Sierra Customer Service center, marked "Attn: Returns." 

US DIRECT SALES 

To order games, hint books, or hardware; redeem coupons; use special discounts; or find out where you can purchase Sierra 
games in the U.S., contact our Direct Sales Department. 

U-S- For direel orders: 

Sierra On-Line Call 1-800-757-7707 

Direct Soles Fax (206) 562-4223 

P.0. Box 53250 
Bellevue, WA 98015-3250 


LIMITATIONS ON WARRANTY 

UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE PROGRAM WILL PERFORM AS DESCRIBED IN THE USER DOCUMENTATION. 
NO OTHER ADVERTISING, DESCRIPTION, OR REPRESENTATION, WHETHER MADE BY A SIERRA DEALER, DISTRIBUTOR, AGENT, OR EMPLOYEE, SHALL 
BE BINDING UPON SIERRA OR SHALL CHANGE THE TERMS OF THIS WARRANTY. 

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, SIERRA MAKES NO WARRANTY, EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. 
SIERRA DISCLAIMS ANY WARRANTY THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTABILITY 
SHALL BE LIMITED TO THE NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY 
DISCLAIMED. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT 
APPLY TO YOU. 

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL, OR OTHER DAMAGES, EVEN IF SIERRA 
IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST 
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, DATA, OR USE OF THE SOFTWARE, OR FROM ANY 
OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. IN NO EVENT SHALL SIERRA'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PROD¬ 
UCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU. 

YOU ARE ENTITLED TO USE THIS PRODUCT FOR YOUR OWN USE, BUT MAY NOT SELL OR TRANSFER REPRODUCTIONS OF THE SOFTWARE, MANUAL, 
OR BOOK TO OTHER PARTIES IN ANY WAY, NOR RENT OR LEASE THE PRODUCT TO OTHERS WITHOUT PRIOR WRITTEN PERMISSION OF SIERRA. YOU 
MAY USE ONE COPY OF THE PRODUCT ON A SINGLE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL. YOU MAY NOT NETWORK THE PROD¬ 
UCT OR OTHERWISE INSTALL IT OR USE IT ON MORE THAN ONE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL AT THE SAME TIME. 
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